CITY IN A BOTTLE 


Wonderous Item, Legendary 


As an action, a creature may open the City in a Bottle. If opened, all creatures 
within 5 feet of the bottle must make a DC 15 Charisma Saving throw or be 
sucked into the bottle. The bottle reseals itself after being opened. 


The bottle cannot be destroyed by normal means. Only a disintegrate spell, 
volcanic lava, or a hefty strike from a +3 weapon will destroy the bottle and city 
within. 


AN ADVENTURE IN A BOTTLE 


Due to the adventure taking place entirely inside a magical bottle, the bottle itself can be placed anywhere you, the DM, desire. For 
example, it could be placed midway through a dungeon, or perhaps discarded in an old shop. Any which way, the adventure is best 


used as a one-shot, or in a long-term game as a place for your characters to momentarily relax from the main story and spend some of 
that gold they've been hoarding. 


The Bottled City is a one-shot adventure created for 
Dungeons & Dragons 5" edition. The adventure can be 
easily inserted into any setting and be played as either a one- 
off, or a side story in a larger campaign. The adventure is 
intended to be played by four level 4 characters but could 
also easily be tweaked to work for more players or higher 
levels. 

In this adventure, the characters are whisked away toa 
bottled city full of mercantile delights and dangerous 
alleyways. While in the bottled city of Zufar, characters will 
be able to (Somewhat) rest, relax, and spend the coin they’ve 
been carrying around. However, if the characters wish to 
escape and return to their lives, they’ll need to solve a great 
mystery and find the tomb of the city’s creator, the King of 
Thieves! 


ADVENTURE SUMMARY 


1. The City of Thieves. Arriving in the city of Zufar, 
characters will take some time to get their bearings and 
indulge in the city’s delights. Though there may be some 
dangerous turns, overall, this part of the adventure is 
about experiencing the city’s culture, sights, and activities. 


2. The Golden Tablet. Having spent some time experiencing 
the city, the characters will find their first clues and begin 
unraveling the mystery of King Kazeem’s lost tomb. The 
first step in this mystery starts with finding a missing 
golden tablet. 


3. Thieves’ Bane. Locating and using the golden tablet, the 
characters will be able to open the path to King Kazeem’s 
tomb. However, before they can enter the tomb proper, 
they will need to overcome Kazeem’s final challenge, a 
deadly locked doorway known as Thieves’ Bane. 


4. King Kazeem’s Tomb. Now inside King Kazeem’s tomb, 
the characters will be overwhelmed by mounds of treasure 
that surround the tomb’s exit and way back home. If the 
characters are overcome by greed, as most thieves are, 
they will need to battle the guardian of the King’s resting 
place, a great and powerful Djinni. 


RUNNING THE ADVENTURE 


To help run the adventure and create the best experience for 
you and your players, it’s recommended you take the 
following information and advice into consideration. 


THE PLAYER'S PATH 


During the characters’ stay in Zufar, they may be intrigued 
by other adventuring hooks around the city, for example they 
may want to explore the Ruins, the Crumbling Palace, or 
deal with the city’s three guilds. If they do veer off the 
adventure’s path, don’t fret! Simply follow their interests 
and eventually reward the characters with the golden tablet 
and its translation disk (see Escaping the Bottle). 

Once the players have the tablet, the adventure should 
snap into focus as they decipher its contents and learn 
where King Kazeem’s tomb and the way home resides. 


As A ONE-SHOT 


One of the biggest parts of this adventure is fulfilling the 
fantasy of exploring a lost city filled with rough taverns, 
gambling dens, and exotic markets. It’s about being a fish 
out of water in a city of thieves. To help provide this fantasy 


in a one-shot, it’s recommended you give your players some 
wealth to start with. For each player, roll once on the 
Starting Wealth table below to see what they receive: 


Result (1d4) Funds 


1 330gp, 200sp, Sardonyx (50gp) 

2 10 x Blue Quartz (10gp each), 5 x 
Turquoise (10gp each), Ruby (250gp) 

3 25pp, 50gp, Gold Necklace (100gp) 

4 100gp, 240sp, 100cp, Small Vial of 
Perfume (25gp), Emerald (250gp) 

5 325gp, 500sp, Small Bag of Spice (25gp) 

6 10pp, 50gp, 3 x Star Rose Quartz (50gp 


each), Gold Ring with] asper Gem (100gp) 


Additionally, if you wish to reinforce the themes of greed 
and thievery in this adventure, inform your one-shot players 
that whoever has the most personal wealth by the end of the 
adventure “wins”. Alternatively for a different more 
extravagant mood, whoever spends the most wealth “wins”. 


BACKGROUND 


The Legend of King Kazeem. Hundreds of years ago there 
lived a thief named Kazeem Alhir. Though coming from 
humble beginnings, it is said that Kazeem was the 
greatest thief of his time. Living a life of grand adventure, 
Kazeem amassed a great fortune that catapulted him to 
legendary fame and status among his people. It was 
during this time of high adventure that Kazeem found 
within the depths of the earth a ring that allowed him to 
control a mighty Djinni. Wielding the power of the ring 
and his great fortune, Kazeem created a prosperous 
kingdom that crushed the tyrants who controlled his 
homeland before him. Though great and powerful, 
Kazeem feared for his fortune in death, and with the 
power of his ring, he created a bottled city and sealed 
himself and his fortune away inside it, never to be found. 


The Guilds. The city in the bottle was not always civil. In its 
founding days, the land was full of trapped thieves who 
discovered and were sucked into Kazeem’s fabled bottle. 
These thieves wandered the city, lost and searching for a 
way out. It was only through the work of the founding 
members of the three guilds that Main Street could be 
made a sanctuary for the trapped thieves. In the years 
since, Main Street has grown, and new generations have 
created a mini self-sustained world. 


The Laws. As the city of Zufar was founded by criminals and 
thieves, it is unique in its lack of law. Instead, it relies 
heavily on the principle of “honor amongst thieves”. The 
few sustained laws of Zufar are: 


1. Thou shalt not kill 

2. Thou shalt not steal 

3. Thou shalt only punish a thief within three days of an 
offense 

4. There shall always be three guilds 

(the Tenders, the Crafters, the Scavengers) 


As shown above, one unique law of Zufar’s is that a theft 
may only be prosecuted within three days of the actual 
crime. If a thief can avoid capture for 72 hours, whatever 
they have stolen, no matter how valuable, becomes their 
property. 


INSIDE THE BOTTLE 


Once the bottle is opened, any nearby characters and 
creatures are sucked into it through a fantastic display of 
space-bending magic. Read the following: 


As you open the bottle, the lids soft pop is followed by a startling 
hurricane of wooshing air that contorts and stretches your body. Before 
you have a second to think, the wild winds around you suck you straight 
into the bottle. 


The characters are then deposited outside the city of 
Zufar. As their senses return, they are assaulted by the 
feeling of hot desert wind, beating sunlight and scorching 
sand. When their visuals return, they see before them a 
great and magnificent sandstone city surrounded by endless 
desert. Beneath them is a sand-smothered walkway that 
leads ahead, through an open archway and into the walled 
city of Zufar. 

As the characters approach the city, begin describing its 
sights and sounds, making sure to emphasis the heat. The 
following are some notable descriptions: 

e —- The city’s entrance is unguarded; no one is patrolling 
the walls or keeping watch outside. 

e The area outside of Zufar is an endless desert of wavy 
dunes that shimmers on the hazy horizon. 

e Many buildings are in a state of ruin and seem unused. 

e = There is a hefty bustle of people inside. They all mill 
about a great main street that leads through the city. 
Many are bartering, playing games, lazing around, or 
chatting their day away. 

e The great main street is filled with bazaar-like stalls 
and storefronts that hock a variety of useful wares, 
food, andjunk. 

e ~—— As the characters walk, they will feel and see that they 
are being watched by Zufar’s people. It seems the 
presence of outsiders here is uncommon. 

The city of Zufar is almost entirely unoccupied, with only 
the Main Street, its buildings, and a few other splinter roads 
being used. Restored buildings on the Main Street are well- 
kept and often accented with ornate red cloth to show their 
use. The city is also overgrown with palm trees, desert 
succulents, and shrubs that are nourished with water by 
some unseen source. 

The city’s is occupied by dark skinned humans, tieflings 
and hill dwarves. They all are well accustomed to the heat 
and wear a variety of flowing robes, cloaks, and puffy, loose 
clothing of lightly tinted colors. A variety of wrapped 
headwear is also a common sight, as they are used to keep 
out the beating sun and harsh sandy winds. 


SAMMY 


As the character’s wander in and through the city of Zufar, 
they will find that none of its occupants are especially 
friendly to outsiders. Many of the people the character’s talk 
to will either outright avoid them or make quick 
conversation in a strange Common dialect. Although some 
citizens may be polite to the characters, they have neither 
the time or patience to talk them through where they are, 
how they got here, or how to leave. The most a polite citizen 
will do is direct them to a local inn, such as Rogue’s Rest. 
There is however one native that does actively move to 
help the characters, a homeless street urchin by the name of 
Sammy. Sammy initially sees the characters while playing 
with other children near the city’s entrance. Seeing a money- 


making opportunity no others notice, Sammy beelines for 
the clueless characters and introduces himself. 


You feel a tug on your clothes. Turning around to its source, you find a 
scrappy young boy with raggedy clothing, brown sandy hair, and hazel 
green eyes. He gives a warm smile and says “Welcome to Zufar my 
friends! You look weary, would you like some help? A tour? 


Sammy is a CN commoner with a passive perception of 
16, +4 to Dexterity (Sleight of Hand) and +2 to Intelligence 
(History) checks related to Zufar. He is a street urchin that’s 
the living definition of a mischievous scamp. He has no 
qualms about stealing, but often prefers a charming 
approach first. He has a deep crush on a young girl named 
Lilla, who is the daughter of the local baker. 

Sammy is hoping to scrape together enough cash to buy a 
unique gold bracelet (worth 150gp) from a localjunk store 
called Midland’s Miscellaneous. He wants to give the 
bracelet to Lilla, in the hope that it will help him win her 
heart. Sammy only wants this one particular bracelet from 
Midland’s store, as he often sees Lilla looking at it through 
the store’s window. 

To reach his goal of 150gp, Sammy will help the 
characters however he can, for a price. Sammy’s no nickel- 
and-dimer though, so if the characters give him 150gp, he’s 
willing to help them anyway he can for a reasonable amount 
of time. Otherwise, he'll use the following pricing structure: 


Service Cost 
Tour 50gp 
Information about 10gp each question 


Zufar 

“How do we get out?” 50gp, after taking the money, 
Sammy tells the truth, he 
doesn’t know. However, he 
does know of a “clue” left 
behind by King Kazeem (see 


section Escaping the Bottle) 


Characters can make a DC 16 Charisma (Persuasion) 
check to barter with Sammy. If successful, Sammy will 
reduce his prices by 1d6+4 gold pieces. 

If paid for a tour, Sammy will take the characters up Main 
Street and explain how it is home to all those living in Zufar. 
As he strolls through the street, he points out the following 
locations: Rogue’s Rest, Blasted Blacksmith, and Midland’s 
Miscellaneous. 

During the tour Sammy will also talk about the legend of 
the city and how the original founders were all thieves who 
got trapped into a magic bottle. Sammy himself is part of the 
many generations who were born in the city and so he only 
half believes the legend. Sammy will finish the tour at the 
statue of King Kazeem, where he explains the statue’s 
significance, and how it is the main source of water in the 
city. 

During his time with the characters, Sammy will try to 
win their affections by playing the lovable scamp. However, 
his overall goal is to make money and if he feels things are 
going badly, he may try to steal from the characters and 
make for a quick getaway. 


LOCATIONS IN THE CITY 


The following are locations as shown on the Zufar city map. 
There are two locations which are not shown on this map, 
they are the Crumbling Palace and the Ruins. 


1. Hazy Horizon's TAVERN 


The Hazy Horizon’s Tavern is a dusty and dingy one-story 
building used by those who explore the dunes outside of 
Zufar. Owned by a sand-covered and sleepy dwarf named 
Dwidin, the bar serves no food, only a variety of tequila, 
sotol and pulque made of scavenged plants from beyond the 
city walls. 

Inside the bar are a few tables, a fiery pit and a constant 
flow of games and liquor. The patrons are often weary 
desert walkers who stop by for a drink before returning 
home. A drink of any type costs 5cp and stings the throat. 

If asked about what they do, Dwidin or any other friendly 
(and drunk) desert walkers will mumble about King 
Kazeem’s great hidden treasure that’s said to exist in some 
forgotten tomb outside the city walls. It’s rumored that in 
the King’s tomb is a way out of the bottle. No desert walker 
has found the tomb, or even any signs of it, yet many still 
believe it’s out there. 


2. TEMPLE OF TYMORA 


This small quiet temple is dedicated to Tymora, the deity of 


luck. Fairly well maintained, the interior of the sandstone 
building is filled with blankets, pillows, and shrines. 

The only priest and caretaker of the temple is a feeble, 
aged human man named Omar. Omar has in recent years 
had trouble finding a devoted successor to carry on the 
temple’s duties. As he is getting older, he worries about the 
temple’s future and what it will become once he dies. If 
asked about his blind worship of Tymora, Omar will reply: “I 
don’t know if she can hear us in here, but I think she can, 
and that’s a bet I’m willing to make.” 

For 1cp, any visitor of the temple may enter its seasonal 
lottery that occurs four times a year. The current prize pool 
is set at 632gp. Every time a donation is given, Omar adds 
the money to a large clay pot. The winner of the lottery is 
chosen whenever the clay pot breaks from the pressure of 
coins. Omar is convinced this breakage is caused by 
Tymora’s whims. Whenever a player gives a donation, roll 
1d20, on 20 the pot breaks and they win the prize pool. 


3. ROGUE'S REST 


The Rogue’s Rest is an inn and meeting place for those who 
scavenge the uninhabited ruins inside the city. Its owner, a 
female human named Rashad is the leader of the 
Scavengers (Scavs for short), one of the city’s three guilds. 

The interior of Rogue’s Rest is well-kept, moodily lit and 
filled with curtains, pillows, blankets, and smoke. Rough and 
dangerous patrons are often found sitting in curtained 
booths and comfort areas, discussing, playing games, and 
smoking from hookahs. The friendly bartenders here often 
give newcomers the following advice: “mind your own 
business”. A night’s stay at the inn will cost a patron 5sp;a 
drink and meal are included. 


4, BLASTED BLACKSMITH 


Outside a low-set sandstone building, a dwarven master 
blacksmith named Bamir can always be found at work ona 


new project. Surrounded by a multitude of smithing 
equipment and a large black stone furnace, the balding and 
shirtless Bamir works day and night on commissions for the 
people of Zufar. 

Although Bamir has two apprentices under his command, 
he always makes it a point to talk to new customers 
personally. The people of Zufar would describe Bamir as 
prideful, loud, and selectively deaf. 

Almost always working with recycled metals, Bamir can 
quickly craft most simple weapons and armors sets. Bamir 
also has the following items for sale: 


Item Cost 
Masterwork Light Hammer 270gp 
Although not magic, this expertly crafted 

hammer coffers a +1 bonus to attack and 

damage rolls 

Portable Ram 30gp 
Metal and wood ram with the gold-plated 

head of a horned ram 

Breastplate (+ 1) 950gp 
Reforged from the remains of a magical 

great sword. This armor boasts the 

engraving of a mythical phoenix 

Polished Shield 100gp 
This shield has been polished by Bamir’s 

apprentices over 100 days and nights. Its 

surface is almost like a mirror 


5. FOUND FINERY 


Found Finery is Zufar’s premierjeweler and money lender. 
Cozy and elegantly decorated, the store is filled with locked 
glass cabinets that show off the extensive and expensive 
inventory. The owner of the store is a gaunt and severe 
looking female tiefling by the name of Anas. 

Although ajeweler by trade, Anas deals mostly in favors, 
debts, and money. She is feared for her ruthlessness, 
connections, and piercing personality, traits which have led 
her to be somewhat ostracized by the community. 

Anas is happy to trade with the characters but will not 
lend them money. She sees the characters as free-agents 
and avoids lending to anyone she can’t decipher. Anas will 
exchange any gems orjewelry the characters have for 80% 
of their original value. A successful DC 16 Charisma 
(Persuasion) check can up this percentage to 90%. She also 
has the following items for sale: 


Item Cost 
Gold Ring 55gp 
Engraved with “Now and for always” 

Diamond 300gp 
Spell component (Revivify) 

Gem-Encrusted Bowl 1,000gp 
Spell component (Heroes Feast) 

J ewel-Encrusted Horn 100gp 


Spell component (Clairvoyance) 


Anas is also the current representative for the communal 
guild of crafters in Zufar. Each year the Crafters Guild votes 
in a new leader from among their own. The Crafters Guild 
represents: Blasted Blacksmith, Found Finery, Tall Tailor, 
Old Papers and many other small-time crafters in the city. 


6. MIDLAND'S MISCELLANEOUS 


This slightly crumbling ruin of a store has two large window 


storefronts that display its cluttered interior. The inside of 
this store is dimly lit, covered in dust, and chock-full of junk, 
oddities, and discarded items. The eccentric owner of this 
store, Midland, is an elderly human scavenger and 
entrepreneur of trash. Difficult in nature, the old geezer is 
known to buy just about anything from scavengers, but only 
for staggering low prices. Midland then sells the trash he 
buys for ridiculously marked up values. As Midland states 
“One’s man’s trash is another’s treasure, and in business it’s 
all about finding that other man”. The following are some 
items cluttering up Midland’s store. Each item has a leaflet 
tag attached to it that displays its cost. 


Item Cost 
Glass eye half-filled with blood 340gp 
Great as a measuring level 

Unique golden bracelet 150gp 
For someone you love 

Wooden chair missing one leg 100gp 
Good for those with peg legs 

Tiny chest that has been partially burnt 230gp 
This one’s on fire sale 

Fist-sized knuckle bone 450gp 
Great for dogs 

Solid gold tablet 780gp 
It has some cryptic language carved on it 

Large petrified egg 540gp 
Who knows, maybe it'll hatch one day 

Half-broken porcelain doll 360gp 
It whispers to you when you sleep 

Life-sized wooden statue of a horse 1,020gp 


Its original owner called it “River Runner” 


If Midland senses that a buyer may be greatly interested 
in, or direly requires an item, he will try to sell it to them for 
double the original marked price. A DC 18 Charisma 
(Persuasion) check, or a compelling argument is required to 
reduce the price back to its original value. 


7. TALL TAILOR 


Tall Tailor is a wonderfully colorful store of cloth, ribbon, 
and dyes that’s well-lit and often bustling with activity. The 
owner of Tall Tailor is an above-average-height female dwarf 
named Asta, who would be described by others as 
knowledgeable, busy, and overly particular. Although Asta 
has many store hands, she can often be found going between 
customers, making sure they’re being seen to and are happy. 

All around the store are racks, sitting lounges and 
curtained areas to try on new clothes. In addition to 
purchasing new clothes, a customer can also commission a 
garb or alteration. The following are some items and 
services on offer: 


Item Cost 
Zufarian Robes (basic) 8gp 
Flowing, breathable robes 

Zufarian Robes (fine) l6gp 
Flowing robes with gold thread inlay 

Puffy Pants lgp 


The flexibility and breathability of a long 
skirt in pants form 
Puffy Shirt lgp 


Breathable and flexible, makes you feel like 

a swashbuckler 

Zufarian Cloak 2gp 
Fitted with many hidden pockets 


Service Cost 
Fitting or Alteration 5Ssp 
Change the fit of your clothes 

Color Change lgp 
Dye existing clothes 

Custom Commission 100gp - 
Order you own custom clothing 2,000gp 


8. STATUE OF KING KAZEEM 


Before you stands an intimidating golden statue of a handsome man clad 
in royal regalia. The man seems unwavering, confident, and noble. In his 
right hand the statue holds out an upturnedjug that spills with a never- 
ending flow of water. The water leads to a fountain below him. The 
statue’s left arm is outstretched, the hand sculpted to grasp an item that 
it no longer holds. The statue’s piercing eyes gaze toward the empty left 
hand. 


Situated in the city center is the statue of King Kazeem, 
the creator of the bottled city. The people of Zufar hold the 
statue with a strange sacred regard, as they rely on it as 
Zufar’s only water source. This reliance on the statue for 
survival has led the people of Zufar to treat it with a sense of 
reverence, it is not uncommon to see people praying, giving 
tribute, or even lighting candles nearby the fountains edge. 

The statue’s also one of Zufar’s few neutral grounds. Any 
may come to the statue, regardless of their affiliations or 
crimes, and drink from its lifegiving source. 


SEARCHING THE STATUE 


At the base of the statue lies an inscription written in a 
strange dialect of Common. It reads: 


“Look upon me and despair, for Iam Kazeem Alhir, King of 
Thieves. Let all plunderers who seek my tomb die, for the 
reckless never read.” 


Searching the statue results in different information 
based on the varying success of the roll. The following 
information may be given to a character based on what they 
roll for an Intelligence (Investigation) or Wisdom 
(Perception) check: 

e DC 11 - Discoloration and scratch marks on the barren 
left-hand show that something heavy was taken off the 
statue. 

e DC 14- Further scratch marks and a heavy trail in the 
footpath surrounding the statue lead in the direction of 
the city’s entrance. 

e DC 18- The heavy trail in the footpath leads to 
Midland’s Miscellaneous, then disappears. 

Asking nearby merchants or citizens about the statue 
yields little help. However, a successful DC 16 Charisma 
(persuasion) check or 50gp bribe will reveal that until 
recently there was a large gold tablet on the statue. This 
gold tablet vanished one night, and no one has seen it since. 


8A. WALL OF JUDGEMENT 

Nearby the statue of King Kazeem is a well-maintained 
building wall that’s filled with engravings, painted murals, 
and wanted posters. The engravings read as follows: 


Laws of Zufar 

1. Thou shalt not kill 

2. Thou shalt not steal 

3. Thou shall only punish a thief within three days of an 
offense 

4. There shall always be three guilds 

(the Tenders, the Crafters, the Scavengers) 


Sprawled below the laws are hundreds of overlapping 
bounties that show illustrated mug shots, details of crimes, 
and possible rewards. 


9. OLD PAPERS 


The inside of this small bookstore is overflowing with 
papers, tomes, and scrolls messily lined on its wall shelves 
and desks. At the store’s raised teller desk sleeps an aged 
human woman wrapped in dark blue robes. As the rare 
customers enter, a small bell chime rings out that alerts the 
woman and startles her from sleep. The elderly store owner 
is named Safa, and she tells her customers she deals in all 
things pen and paper. 

Safa is not only a merchant, but also a trained mage and 
scholar who provides public teaching to Zufar’s populace. As 
a teacher, Safa is quite popular among the children for her 
kindness. Safa hopes one day to open a school where she 
and her mage apprentices can teach others full-time. The 
following are some items that can be found in Safa’s store: 


Item Cost 
Musings of the Sea 15gp 
Book on star gazing and its applications 

Tome of Taft 25gp 
A detailed picture book on various bird 

species 

Spell Book 780gp 


Contains: Comprehend Languages, Detect 

Magic, Disguise Self, Mage Armor, Detect 

Thoughts 

Spell Book 950gp 
Contains: Cause Fear, Magic Missile, Crown 

of Madness, Gentle Repose, Vampiric Touch 


Scroll (Shield) 40gp 
Scroll (Comprehend Languages) 30gp 
useful for deciphering the golden tablet 

Scroll (Levitate) 175gp 
Scroll (Lightning Bolt) 240gp 
Scroll (Fire Shield) 430gp 
Service Cost 
Reading Lessons free 
Safa never turns down a new pupil 

Identify Asp 
Mending lcp 
Remove Curse lgp 


10. SUNHOUSE 


Near the statue of King Kazeem is a restored bathhouse 
filled with stained-glass skylights that heat the washing 
waters inside. The Sunhouse is a public building run by the 
Tenders that survives on donations given by its clients. 
Inside its warm sandstone walls, many of Zufar’s citizens 
can be found washing themselves, relaxing, and chatting to 
each other. 


ON THE STREETS 


Lining the Main Street of Zufar are innumerable stalls, 
storefronts, gambling tables and small homes. No matter what 
time of day it is, the street is always ablaze with activity, crowds, 
and business. This unique bustle of activity gives Zufar the air of 
a never-ending bazaar of mercantile delights. However, 
travellers will do well to remember that while the city seems 
fair, there is always a game at work, an angle being pulled and a 
thief ready to strike. Here in Zufar, thieves look both poor and 
rich, honest and weak, dull and vibrant. 


While in Zufar, the characters will undoubtedly be the target 
of a swindle. Whether it’s through sale of an item or from a 
cutpurse street stalker. The following are some archetypes of 
ne’er-do-wells you can use to rob your players’ characters: 


The Merchant. “Here in Zufar, things are not worth that much” 
is the common saying of the merchant ready to rip off a 
character. Thief-merchants will often use their charm and the 
characters lack of knowledge to either sell or buy things at 
outrageously low or high prices. 


The Conman. A showman at heart, the conman tries to lure 
characters into playing a rigged gambling game, wherein they 
always lose their money. For example, a version of the shell 
game where the ball can never be found. 


The Purse Snatcher. A DC 18 Wisdom (Perception) check is 
required to notice that the young boy whojust brushed past a 
character did in fact swipe their coin purse. Fleet of foot, the 
purse snatcher relies on stealth and speed to overcome their 
target and get away with the goods. 


The Damsel. “Help me please! I haven’t eaten in days ... Ijust 
need a copper or two ...”, the damsel relies on those with good 
morals to swindle. Often the conversation starts with them 
needing 1 or 2 coppers but ends with them needing 20-50gp to 
“get back on their feet”. Paladin’s and clerics are always good 
marks for this swindle. 


Besides being a city of thieves, Zufar is also hosts a variety of 
interesting stalls and games to be played. Travelers walking 
through the city can take advantage of the following activities: 


3-Dice. Each player bets any amount of money and chooses a 
number between 1-6. The dealer (DM) then rolls 3d6. If one of 
the dice matches the players number, they get x2 their bet back. 
If two dice match the players number, they get x3 back. If three 
dice match, the player gets x4 back. 


Darts. Each player bets any amount of money. Taking turns, 
each player then makes a single ranged weapon attack using a 
dart, then writes down their rolled result (with modifiers). After 
three rounds, each player tallies their rolled results into a total 
score. The player with the highest total score wins and takes all 
the money bet. 


Backgammon. Two players bet any amount of money. They 
then make three contesting checks against each other using 
either Intelligence (History), Wisdom (Insight), or Charisma 
(Deception). Whoever wins 2 out of the 3 contesting checks 
wins the game and receives all the money bet. 


11. BREADBASKET BAKERY 


Often overflowing with customers, the Breadbasket Bakery 
is always busy due to its excellent location in the city center, 
near the statue of King Kazeem. The bakery’s owner, Aahil, 


is a master baker and the patriarch of a proud baking family. 


Aahil, is a human male with windswept hair and stern aging 
features. He has five daughters, all of whom help manage, 
tend, and bake in the family store. 

Due to its popularity during midday, the store can often 
feel more like a stock-market, with patrons shouting, 
waving, and ordering over each other. 


Item Cost 
Bread, loaf 2cp 
Baklava lcp 
A sweet pastry filled with chopped nuts 

Knafe lcp 
A delicious cheese pastry 

Vegetarian Pie lcp 


A hot pie filled with spiced vegetables 


12. BLUEHALL 


At the top end of the Main Street is a large, restored, and 
blue-painted building that bursts with green plants. The 
citizens of Zufar refer to this building as the Bluehall. 

Operated by the Tenders, with help from the Crafters 
Guild and materials from the Scavs, the Bluehall is a 
bustling workplace of hanging gardens and farms that 
provide the raw food necessary to sustain Zufar’s 
population. Although the actual building is quite impressive, 
it only accounts for a small percentage of actual farmed 
crops. Instead, the Bluehall’s importance is as a meeting 
place for the Tender’s, wherein they organize work for the 
many actual greenhouses nearby. Another purpose of the 
Bluehall is as a massive granary and storage place for raw 
foodstuffs. 

Separated into three floors, the first and second are 
workplaces, gardens, and food storage. The last floor is a 
variety of sandstone workshops, and meetings rooms that 
the leader of the Tenders, a recluse male human druid 
named Kaali uses as a base of operations. 


THE CRUMBLING PALACE 


Far off in the distance, well away from the city’s occupied 
Main Street lies the crumbling ruins of the grand palace of 
Zufar. A great and elegant structure grown old and decrepit, 
Zufar’s palace is made of large halls, courtyards, and towers 
topped with onion-shaped domes. 

Any scavenger in the city worth their salt will tell 
newcomers to stay away from the palace, as it’s nothing 
more than a ruse and death trap left behind by King 
Kazeem. Filled with traps, collapsing hallways, and lurking 
giant snakes, the palace holds nothing of value, only never- 
ending signs that point to some vague “undiscovered vault”. 
Suffice to say, after many lost lives, the scavengers now 
believe there is no vault and that it is a ploy left behind by 
King Kazeem. 


THE RUINS 


Surrounding Main Street are countless alleyways and roads 
that splinter off in a great web of walkways. While many of 
the smaller roads leading off the Main Street are used as 


residential areas, a vast majority of the ancient city beyond 
the Main Street is unused and considered dangerous. 

In addition to the threat of crumbling buildings, sinkholes 
and quicksand traps, the city’s ruins are also filled with 
dangerous creatures and renegade bands of killers. 
However, while there are great threats, there are also great 
rewards. It’s these rewards that the scavengers seek to find 
and bring back to the Main Street. If characters venture into 
the outskirts, use the random encounter table below to 
determine what they find. 


RANDOM ENCOUNTERS (THE RUINS) 


Result Encounter 
(1d6) 

1 The characters discover a crumbling temple 
filled with camp gear, tents, and scavenging 
equipment. The owners of the equipment are 
nowhere in sight. At the center of the temple 
and campsite lies a sealed sarcophagus with 
engraved murals of bountiful treasure. If 
opened, the characters will be shocked to 
find amummy adorned with gems on its body 
and eyes, 3 rubies (50gp each), 2 aquamarine 
(25gp each), and 4 turquoises (10gp each). 


2 The characters find a ruined tower with a 
large nest atop. One of the characters spot a 
glittering object in the nest above. Due to the 
tower’s ruined insides, the nest can only be 
accessed by climbing 60ft up on the outside. 
The nest contains a sleeping giant vulture 
and a rusted spyglass (600gp). 


3 The characters are tracked and ambushed at 
night by bandits. They are instructed to hand 
over all their valuables. Encounter. x1 Priest, 
x4 Thug. The bandits have a polished pair of 
glass dice (25gp each) and 100gp in coin 
between them. 


4 As the characters travel, they will come 
across a large 60ft in diameter patch of 
quicksand. Characters with a passive 
Wisdom (Perception) of 12 or higher will 
realize they are in a patch of quicksand as 
they slowly begin to sink. 

For every 6 seconds a character is in the 
patch, they will sink 1d4 feet. To escape the 
quicksand, a DC 10+ the number of sunken 
feet Strength (Athletics) check is required. If 
a character is submerged below the 
restraining quicksand, they begin suffocating 
and die after 5 turns. If thrown a rope, the 
amount a character sinks changes to 1d4-3ft. 

5 The characters find a collapsed building and 
destroyed campsite. Three distressed and 
aggressive camels are tied up nearby. If 
calmed and bought back to the Main Street, 
they could fetch a good price (60gp each). 


6 The characters come across four jackals 
tearing apart the corpse of a scavenger who 
clutches onto a gold statue of a lion holding a 
bell in its mouth (450gp). The bell rings as 
the jackal’s rip. 


ESCAPING THE BOTTLE 


To escape the bottled city of Zufar and return home, the 
characters will need to find and survive King Kazeem’s 
tomb. The first step in finding the tomb lies in solving the 
mystery of the King’s statue. Long before the events of this 
adventure, the statue used to have a solid gold tablet resting 
in its (now barren) left hand. This tablet was stolen at night 
by old man Midland, of the store Midland’s Miscellaneous. 
Dragged through the sand and back to his store, the tablet 
has waited in the old man’s shop window for years, 
unsellable due to its price and perceived uselessness. 


A First STEP 


If asked how to leave, Sammy, or any other suitably friendly 
NPC will inform the characters that no one alive in Zufar 
has yet discovered a way out. However, it is rumored that 
the way out lies in the tomb of King Kazeem, along with a 
magnificent fortune. Luckily, the people of Zufar do have 
one clue left behind by King Kazeem. Scattered throughout 
the city, numerous engravings and scrolls contain the 
following words: 


“Heed my words thief or forever be trapped! For the first 
steps to your salvation lie at the cradle of life, forever under 
my watchful golden gaze.” 


If asked, the citizens of Zufar will remain tight lipped on 
their interpretation of the clue. For every Zufarian wants to 
be the first to find the tomb and its supposed vast wealth. 


SOLUTION 


The riddle left behind by King Kazeem suggests that those 
seeking a way home should find his life-giving statue at the 
center of Main Street. More importantly, those wanting a 
way home should seek whatever is under his golden statue’s 
gaze. If no one can determine the meaning behind the riddle 
straight away, a DC 16 Intelligence (History) check can 
determine its solution. 


THE GOLDEN TABLET 


Beginning at the statue of King Kazeem the characters 
should be led in the direction of Midland’s Miscellaneous 
(see Searching the Statue). Once in front of the store, it 
doesn’t take long for any character with a passive 
Perception of 12 or higher to see that there’s a large solid 
gold tablet in the store window, waiting to be sold. 

On the tablet’s front face is a cypher written in 
pictograms. The text is initially unreadable to anyone not 
using magic or a DC 20 Intelligence (Cipher) check to 
decipher the code. If a character knows Thieves Cant, they 
may use their proficiency modifier on the Intelligence check 
to decipher the text. 

Alternatively, if Midland is asked about the tablet and its 
cypher, he’ll tell the characters that he does have a small 
golden disk that he found set into the tablet. This disk has 
numerous holes along its surface that correspond to 
different letters in Common, by combining the disk and 
tablet, one could translate the cipher. 

Midland is more than happy to sell both the tablet and 
disk to the characters, however he offers them both at a 
price of 2000gp. A DC 16 Charisma (Persuasion) check can 
be used to barter this down to 1500gp. However, Midland is 
a keen businessman and can sense that the characters 


desperately want the tablet. Therefore, he’s unwilling to 
budge much from its high price. 

During bartering (whether successful or not) Midland will 
let slip that the translation disk is hidden somewhere in his 
shop. If the characters do not wish to pay Midland’s price, 
they could find the disk and possibly steal it, a DC 14 
Intelligence (Investigation) check would be required to find 
it beneath all Midland’s other junk. 

With the tablet and disk in hand, the characters can 
combine them to translate the cipher and reveal King 
Kazeem’s next riddle: 


“Seek again my golden image and say these hallowed 
words: Open Sesame.” 


SOLUTION 


The second riddle urges the characters to return to 
Kazeem’s statue and speak the words: “Open Sesame”. 


GETTING UNSTUCK 


If the characters are unable to figure out where the tablet is, 
Sammy, in an epiphany may realize that Midland does have 
a large gold tablet in shop window that matches King 
Kazeem’s statue. 


OPENING THE TOMB 


Returning to the statue, any character who speaks the words 
“Open Sesame” will cause it to start grinding and shifting in 
place. After a few moments of magical whirling and shifting 
metal, a spiral staircase will appear around the fountain 
base of the statue. 

The spiral staircase leads deep into the ground and is 
constantly seeping with sand from the outside. If opened 
during the day, startled onlookers will be shocked at the 
sudden reveal of the staircase. If opened during the night, 
some night owl passersby will hurry off as the whirling 
statues magic frightens them. 

The staircase down is dark, tight, and made from 
crumbling sandstone that hasn’t been used in centuries. The 
stairs lead down for roughly 2-3 minutes before opening into 
a softly lit sandstone room filled with ancient architecture. 


KING KAZEEM'S TOMB 


Travelling down the dark stairwell, you eventually arrive at a massive 
sand-stone room. In the center of this room is a huge pit that separates 
the floor in two halves, across the pit runs a thing sandstone bridge. On 
the far back wall, across the bridge, you see a massive set of black doors 
filled with complex locks and engravings. The engravings depict scenes 
of marvelous wealth. In front of the door stand four statues in various 


startled poses. 


As the characters leave the staircase and enter this room, 
the stairwell behind seals up, blocking the way out. In the 
center of this 30ft-wide, 70ft-long room is a 30ft square 
bottomless (1,000ft deep) pit that can crossed via a 
crumbling narrow bridge. No special checks are required to 
cross the narrow 2ft wide bridge, but with every footfall the 
bridge feels as though it might give way. 

On the other side of the room are various statues and a 
massive adamantine doorway filled with locks and complex 
mechanisms. This is King Kazeem’s final and greatest 
challenge, Thieves’ Bane. 
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MAP OF KING KAZEEM’S TOMB 


1. THIEVES’ BANE 


Before you stands an intimidating black metal doorway that fitted with 
numerous locks and mechanisms. Running along its vertical split is eight 
locks of various shapes and sizes. Attached to its doors are two mounds 
of coiled chains. Finally running along the middle of the doors are four 
equally spaces dark holes that disappear into thick metal. They each 


seem big enough to accommodate a humanoid arm. 


Also near the doorway are four different statues in various 
positions. Inspecting the statues reveals that they are 
Zufarian citizens who have been agonizingly turned to stone. 
Thieves’ Bane is enchanted with highly potent transmutation 
magic. Any creature that touches its metallic surface (or 
chains) with bare hands, must make a DC 12 Constitution 
saving throw or begin turning to stone. The creature must 
then repeat this saving throw after 6 seconds or forever 
become stone. A petrified creature can only be freed by 
using the greater restoration spell or similar magic. 

Any creature that investigates the doorway finds another 
of King Kazeem’s riddles: 


“Despair thief! For you stand before Thieves’ Bane. The 
only hint I shall give you is this: the best tricks are those 
played twice.” 


Besides the engraved riddle, a DC 20 Intelligence 
(Investigation) check will reveal that the locks and dark 
holes on the doorway serve no purpose and are there only 
for show. 


SOLUTION 


Despite its visual complexity, to open the door a character 
must simply speak the words “Open Sesame” while near it. 
Alternatively, if two creatures pull on each of the door’s two 
chains (four creatures total) they may be able to slightly 
open the doorway and create a 1-foot gap. To slightly open 
the door this way, all creatures must simultaneously succeed 
on a DC 18 Strength (Athletics) check. Any other attempts to 
open the door are useless. 


2. SEA OF GOLD 


As the ancient doorway parts, it reveals behind it a sea of gold, jewelry 
and treasure. Amongst the ocean of wealth, in the middle of the room is a 
well of darkness. Behind that well, against the far back wall is an upright 
sarcophagus that’s embossed with the image of a peaceful, dead King 
Kazeem. 


The gold found in this room is half-real half-fake, with the 
false treasures being made of relatively worthless gold- 
plated tin. To the untrained eye all the treasure looks real, 
however those with a 16 or higher passive Perception can 
notice the subtle difference in weight between the real and 
fake. Those who succeed on a DC 12 Intelligence 
(Investigation) check also realize that some of the treasure 
in this room is fake. 

Due to half the treasure being false it is painstakingly 
difficult to separate the worthless from valuable. On a 
successful DC 10 Intelligence (Investigation) check, a single 
character may be able to find one of the following groups of 
real treasure: 


Group Treasure 

1 200cp, 300sp, 150gp, Gold Talisman inlaid with 
silver (250gp), GoldJ ug inlaid with copper 
(120gp) 

2 120cp, 200sp, 300gp, Gold Ring with Ruby 
Gem (150gp), 2 x Gold Plates (100gp) 

3 120sp, 200gp, Gold Necklace (50gp), 4 x 
Emeralds (200gp), Gold Cup (75gp) 

4 500cp, 200sp, 60gp, Gold Shield (300gp) 

5 150cp, 50sp, 20gp, 2 xJade (100gp), 2 xJ et 
(100gp), 3x Pearl (150gp) 

6 60cp, 150gp, 40pp, large Amber (150gp) 


Each character may find only one of these groups of 
treasure and no more. Taking any more would likely result 
in worthless imitation treasure being picked up. 

Besides the ocean of wealth that almost fills the room, the 
other points of interest are the center well and sarcophagus 
of King Kazeem. The dark well is a simple bottomless hole 
roughly 5ft. in diameter. Dropping a light down the well 
reveals nothing, as its darkness seems to go on forever. 
Anyone whojumps down this well is freed from the bottled 
city, see Epilogue. 


KING KAZEEM'S RESTING PLACE 


The sarcophagus of King Kazeem is raised above the gold 
ocean on a separate platform at the back of the room. On its 
cover is an embossed image of King Kazeem in a peaceful 
resting pose. Above Kazeem’s head is carved these final 
words: 


“Well done you cunning few, for your guile I give you back 
your life. Take the leap of faith into the well before me and 
travel home. But beware thief, do not plunder my tomb or 
again be faced with death.” 


The sarcophagus may be broken open with magic or a DC 
18 Strength (Athletics) check. If opened, characters will find 
it empty and only containing the following simple message: 
“Not today my friends.” 


THE DJINNI 


Bound to this room by King Kazeem is an ancient Djinni 
named Bahar (Appendix A). Bahar is an eternal servant of 
King Kazeem and the actual creator of the bottled city. With 
his dying words, King Kazeem commanded Bahar to create 
the city and forever watch over his tomb, guarding it from 
would be thieves. 

Bahar will awaken if the character party takes more than 
two groups of treasure total from the tomb floor. When 
awakened, he will immediately move to confront the 
characters in battle. 


Picking up another gold piece you suddenly hear a great whooshing of 
hurricane winds. Churning and wild, the wind picks up to a fevered pitch 
before combining into a swirling mass before King Kazeem’s 
sarcophagus. Appearing from the wind steps a giant, blueskinned 
floating man with legs made of air. The strange creature wears noble 
clothes, jewelry and wields a great scimitar. The noble creature’s red 
eyes scan the room before landing on you. He bellows: “How dare you 
pilfer from my foolish masters’ tomb!”, “I will take the air from your 
lungs, filth.” 


Encounter. x1 Bahar of the Western Winds. 
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Upon his death, Bahar will contort and then burst in a 
violent gust of warm air. Nothing will remain of Bahar 
besides a small marble figurine that drops from the windy 
implosion. The figurine is shaped like Bahar, roughly the 
size of a chess piece, and has the faint aura of transmutation 
magic surrounding it. If sold, it is worth 25gp to a general 
trader, or upwards of 500gp to the right collector. 


THE WISH (OPTIONAL) 


If coaxed into conversation, Bahar may inform that characters 
that while he has no desire to fight them, he is bound by King 
Kazeem’s eternal commands. After figuring out the tense 
connection between Kazeem and Bahar, characters may 
express their desire to help free the Djinni. Telling Bahar about 
this causes him to become passive (for the moment) and direct 
the players to drop the gold they carry, for he doesn’t attack 
those who aren’t “thieves”. 


If they drop the treasure, Bahar will continue to talk and 
inform the party that he can only gain freedom if a mortal 
wishes for it. Bahar will then float the following agreement: 
Bahar will give one of the party a wish, but they must promise 
to wish only for his freedom. If the characters agree to the 
proposal, Bahar will make an Insight check (he has +1) to 
determine which character seems the most trustworthy and 
true of heart. Bahar will then give the most trustworthy 
character a wish (see the 9" level spell Wish). The wish must be 
used immediately and carries no negative effects, such as 
exhaustion. 


If the chosen character does not wish for Bahar’s freedom, he 
will fly into a rage and become even more dangerous. Bahar will 
fight the characters as though they were player level 12, see 
Appendix A, Scaling the Battle. 


If the chosen character does wish for Bahar’s freedom, he 
will thank them wholeheartedly, direct them to the rooms 
central well as the means home and destroy all the false gold. 
With the false gold gone, characters will be able to find all 6 
groups of treasure, in addition to 1,210pp, 12,360gp, 660sp, 
1,720cp. Be mindful of obj ect weight and difficulty of 
transportation for this absurd amount of wealth. 1,000 coins of 
any denomination roughly weighs about 20lbs. 


This optional content is not recommended for long-form 
games, as giving the characters a wish, or the absurd amount of 
money described here could be explosive for long-form plots 
and conflicts. 


EPILOGUE 


Plunging yourself fearlessly into the well, you fly through its darkness 
and into a great torrent of rushing wind that overtakes your senses. Your 
mind and vision go dark. Moments later you awake, standing in the 
outside world, where you were before this whole ordeal began. Beside 
you, the magical bottle drops to the ground, rattles, and finishes off with 


a spin. 


After jumping down the well, the characters will be 
sucked back out to their original locations before the 
adventure’s events. If the characters investigate the bottle 


beside them, they will find it no longer contains the city of 
Zufar, but instead a simple barren desert. It seems 
something the characters did must have freed not only 
themselves, but the city too. 


FATE OF THE BOTTLE 


Due to the events of the adventure, the magic bottle will 
change and no longer be the potent magic item it was 
before. Here are some possible outcomes to its change: 

e The bottle becomes a magicless art object worth 10gp, 
or 1,000gp, to the right merchant. 

e The bottle now only lets thing out, therefore becomes a 
Bottle of Endless Sand (Appendix B). 

e The bottle can be carried around and function like a 
temporary safe haven or storage. As before, it can be 
entered by taking off the lid, however inside it only 
contains an empty desert filled with a lonely exit well. 
Although a movable safe house like this could be useful, 
players should remember that the bottle remains in the 
outside world. If left unguarded, an enemy or creature 
could come along, find it, and take it with them to their 
lair... or worse. 


FATE OF ZUFAR 


It’s unknown exactly what happened to Zufar once it was 
freed from the bottle. Some think it returned to its original 
home or didn’t even exist in the first place. Others however, 
wise to the ways of King Kazeem, believe that the city was 
shifted to a new place. One that couldn’t so easily be found 
and pilfered by thieves. 
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APPENDIX A: BAHAR 


BAHAR OF THE WESTERN WINDS 
Large elemental, chaotic neutral 

Armor Class 16 (Natural Armor) 

Hit Points 76 (9d10 + 27) 

Speed 30ft., fly 60ft. 


STR DEX CON INT WIS CHA 
19 15 16 14 


Saving Throws Dex +5, Con +6, Int +5, Wis +4 
Damage Immunities Lightning, Thunder 
Senses Darkvision 120ft., passive Perception 11 
Languages: Auran 

Challenge 5 (1,800 XP) 


Elemental Demise. If Bahar dies, it’s body disintegrates into 
a warm breeze, leaving behind a small marble figurine of 
itself. 


Innate Spellcasting. Bahar’s spellcasting ability is Charisma 
(spell save DC 14, +6 to hit with spell attacks). It can 
innately cast the following spells, requiring no material 
components: 


At will: detect evil and good, detect magic, thunderwave 
3/day each: create food and water (can create wine instead 
of water), tongues, wind walk 

1/day each: creation, gaseous form, invisibility, major image, 
plane shift 


ACTIONS 


Multiattack. Bahar makes three scimitar attacks. 


Scimitar. Melee Weapon Attack: +7 to hit, reach 5ft., one 
target. Hit: 7 (1d6+4) slashing damage plus 2 (1d4) lightning 
or thunder damage. (Bahar’s choice). 


Create Whirlwind. A 5-foot-radius, 30-foot-tall cylinder of 
swirling air magically forms on a point Bahar can see within 
120 feet of him. The whirlwind lasts as long as Bahar 
maintains concentration (as if concentrating on a spell). Any 
creature but Bahar that enters the whirlwind must succeed 
on a DC 15 Strength saving throw or be restrained by it. 
Bahar can move the whirlwind up to 60 feet as an action, 
and creatures restrained by the whirlwind move with it. The 
whirlwind ends if Bahar loses sight of it. A creature can use 
its action to free a creature restrained by the whirlwind, 
including itself, by succeeding on a DC 15 Strength check. If 
the check succeeds, the creature is no longer restrained and 
moves to the nearest space outside the whirlwind. 


LEGENDARY ACTIONS 
—S>SS>) oo —————————— 


Bahar can take three legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. 
Bahar regains spent legendary actions at the start of its turn. 


Shift. Bahar moves a whirlwind he controls by 5ft. 

Push. Bahar casts gust. 

Lightning Dodge (costs 2 actions). The next time Bahar 
takes damage, he may instead only take half that damage, or 
no damage if he is already taking half. 


Born eons ago in the battered crucible of the Elemental 
Plane of Air, Bahar is a skilled warrior and master of wind 
manipulation. Created as a lesser Djnni, Bahar sought 
power from higher air elementals and entered a pact of 
servitude in exchange for the power to grant wishes. As part 
his servitude, Bahar was bound to a ring, which through epic 
happenstance was lost in the realms of man. 

Fooled. Seeking to free himself from the ring, Bahar 
hoped to find a mortal who would, in exchange for wishes, 
also wish to free Bahar. However, after years of waiting in 
the realms of man, Bahar was unlucky enough to be 
uncovered by the cunning Kazeem Alhir, King of Thieves. 
Kazeem tricked Bahar and used his wishes to forever bind 
Bahar to Kazeem’s command. Swapping one master for 
another, Bahar was doomed to wait yet again for another 
who may set him free from his pacts. 

Wish Granter. Bahar has the power to grant three wishes 
for any mortal creature. However, since being tricked by 
King Kazeem, Bahar has resolved not to grant wishes, at 
least not until he can find a mortal true of heart, that will 
truly set him free. 


SCALING THE BATTLE 

If you're running this adventure at higher levels, you may 
want to increase the difficulty of the battle to accommodate 
the players strength. Use the following table as a guide for 
how to increase the fights difficulty: 


Player Level Changes 


5-6 Add 4 flying swords that spring up from 
the treasure floor. 

7-8 Add an air elemental that emerges from 
Bahar’s whirlwind. 

9-11 Add an air elemental and 4 flying 
swords. 

12+ Use the normal Djinni (CR11) stats for 


Bahar, keeping his legendary actions 
the same. Also add 4 flying swords. 
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APPENDIX B: MAGIC ITEM CARDS 


Print to A4 size then cut around the outside of the conjoined cards. Then fold the conjoined card in its center split. Laminate for 
perfection. 


CITY IN A BOTTLE 


As an action, a creature may open the City in a Bottle. If 
opened, all creatures within 5 feet of the bottle must make a DC 
15 Charisma Saving throw or be sucked into the bottle. The 
bottle reseals itself after being opened. 


The bottle cannot be destroyed by normal means. Only a 


disintegrate spell, volcanic lava, or a hefty strike from a +3 
weapon will destroy the bottle and city within. 


CITY IN A BOTTLE 


Legendary, Wonderous Item 


BOTTLE OF 
ENDLESS SAND 


As an action, a creature may remove this bottle's stopper. If 
opened and tipped upside down, sand will pour out of the bottle 
at a rate of 20 pounds per minute. 


As an action, a creature may violently shake the pouring bottle 
and increase its pour rate by another 20 pounds per minute. 
This increase may be repeated until the pour rate is at a 
maximum of 80 pounds per minute. 


BOTTLE OF 
ENDLESS SAND 


Uncommon, Wonderous Item 


APPENDIX C: DRAMATIS PERSONAE 


Name 
Aahil 


Anas 


Asta 


Bahar 


Bamir 


Pronunciation Description 


A-hil 


AN-ass 


ASS-ta 


BA-har 


BA-mir 


d-WHY-din 
kah-LI 


ME-lahnd 


Male human with wind swept hair and stern aging features, wears a 
light t-shirt, apron, and puffy pants 

Female tiefling with gaunt and severe features, wears sharp angled, 
formal wear withjewelry (shoulder pads and corsets for form fit) 

An above average height female dwarf who always carries ajolly 
expression to match her extravagant clothes, colors, and jewelry 

An ethereal floating blue skinned Djinni with red eyes and ancient 
jewelry 

Shirtless male dwarf with well-worn hands and pronounced 
expressions 

Sleepy and sand-covered male dwarf who wears simple dusty clothes 
Male druid and reclusive leader of the Tenders. Sickly in appearance, 
wears simple robes with wood and plant matter accessories 
Button-nosed young human girl with braided hair, works at her father’s 
bakery (Breadbasket Bakery) 

An eccentric male human who wears mismatched fine clothing. Though 
they look nice, the clothing has numerous patches and repairs 

Male human with aged and weary features. He wears neat white 
priests’ robes with green trimmings 

Gruff female human and leader of the Scavengers. Wears studded 
leather armor with flairs of red puffy robes and fine jewelry 

Charming and maternal female human who appears eternally sleepy. 
She wears dark blue mages robes trimmed with gold and silver 
Scrappy young human boy, with raggedy hand-me-down clothing, brown 
dusty hair, and hazel-green eyes 


Owner 
Breadbasket Bakery 


Found Finery 


Tall Tailor 


Blasted Blacksmith 


Hazy Horizons 
Bluehall 


Midland’s Miscellaneous 
Temple of Tymora 
Rouge’s Rest 


Old Papers 
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